AUCTION SIXTY-SIX
hand cannot be passed out. If the first three players
pass, the dealer must become the bidder on the hand though
he need not make any actual bid. He simply names the
trump for the deal and play begins.
The successful bidder names the suit to be trump for the
deal and leads any card to the first trick. Each^ player in
turn to the left then plays a card to complete the trick. A
player must follow suit if able to; but if unable to, he may
play a trump or any other card.
The highest card of a led suit wins the trick. But in a
trick containing 1 trump, that trump is the winning card.
If a trick contains more than 1 trump, the highest trump
wins. A player need not go over trump if he does not choose
to. The winner of a trick leads to the next. Partners keep
their tricks together face down in one pile.
After all tricks have been played, both sides total their
points won in play according to the schedule used in regular
sixty-six (see Sec. 8, page 408). If-the successful bidder's
side has made at least the number of points it bid, it scores
for all the points that it made in play. If the successful
bidder's side fails to fulfill the bid, opposing side scores
whatever it has won in play plus the amount of the bid by
the unsuccessful side. The latter scores nothing.
If the bid is 130, the side fulfilling it scores 260. But if it
fails, opposing side scores 260.
If the dealer has named the trump after the others passed,
each side simply scores for what it makes. There is no con-
tract to fulfill.
First side to reach 666 points wins.
Irregularities are generally handled as in partnership
pinochle (page 372).
Some play that " marriages " may be scored by a player   Variations
in his turn to play as in the two-handed game (see Sec. 5f,
page 407). In this case, the grand bid is 230.
With the above variation, many play that the highest
possible bid is "all and 40." This means that the player who
makes this bid must have a meld in marriages worth 40
points and that he bids to take all the points.
413